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AIRMAN™ 


ALTER EGO: Drake Stevens 
HEIGHT: 5' 10” 
WEIGHT: 170 
EYES: Brown 
HAIR: Blond 


HISTORY: Drake Stevens £ 
inherited his love of birds — 
from his father, Edward. 
When Drake's father was 
murdered, Drake devised 
the Airman costume to 
bring the criminals tojus- — 
tice, and thereby launching ~ 
his career as crimefighter.  ~ 


POWERS: Airman's abilitie: 
are partly mechanical and 
partly natural. His costume 
allows him to emulate certain 
characteristics of birds. 

His artificial wings and jet 
pack allow him to fly at speeds 
up to 150 mph for short period 
The average speed capacity of 
jet-powered wings is 60 mph. 
This speed can be maintained for a 
undetermined amount of time. / 

The "claws" built into the boots of 
tume are capable of ripping through 
solid steel. Hydraulics in his claws allow 
him to cling to precarious perches and lift 
objects many times his size. 


DATA SHEET 
AMAZING MAN” 


ALTER EGO: John Aman 
HEIGHT: 6' 1" 

WEIGHT: 195 

EYES: Brown 

HAIR: Brown 


HISTORY: In 1920, an orphaned infant was 
brought to a secret fortress hiddenhighinthe 
mountains of Tibet. This was the home base of , 

a mysterious group of mystics who were f 
known as The Council of Seven. 

While raising the child, the mystics used 
their arcane knowledge to endow the boy with 
powers beyond the ordinary. When he reached 
adulthood, they bequeathed to him a great fortune 
and sent him to America. 

Upon arriving in this country in the late 1930s, 
John Aman set himself up in New York City. Such 
was the fortune endowed upon him by his mentors © 
that he never needed to hold a job--other than the on 
he was destined to have, that of Amazing Man. 


POWERS: His Tibetan training has enabled him to | 
slow his own aging process. At the age of 73, he looks | N 
no older than 30. —" 

He has superhuman strength and is the most power- 
ful of the Protectors in terms of physical power. 
Amazing Man is able to lift a tank over his head and 
throw it up to 50 feet. Although not invulnerable, his 
skin is extremely tough and resistant to damage. 
When injured, Amazing Man can recuperate at a 
rate greater than normal humans. 

He is able to fly and can teleport himself for short diste ly to 
a spot he can actually see. Thus, he would not be able to teleport ui a 
room without windows. 


ARC™ 


ALTER EGO: Brandee Douglas 
HEIGHT: 5' 6" 

WEIGHT: 125 

EYES: Blue 

HAIR: Black 


HISTORY: Arc is the youngest 
member of the Protectors. As a 
teenager, she idolized the costumed ~ 
supranormal Aura in the way that her 
friends felt towards rock stars. She was th 
fore delighted when, at the age of 16, she 
spontaneously developed the ability to pro- 
ject bolts of electrical energy. 

Ecstatic over this development, she 
immediately plunged into the life of the 
supranormal hero...without the consent or , 
knowledge of her family. She quickly 
gained a reputation for her spunky, gre- _ 
garious nature, but was also perceived as 7 
being prone to recklessness. : 


POWERS: Arc is an extremely agile and | 
athletic young woman. Her greatest 
power, however, is her ability to project 
powerful bolts of electrical energy 
from her body. She is able to do this by! 
mentally magnifying the electrical 
impulses in her nervous system and 
releasing them through the pores of 
her skin. 

No tests have been conducted to 
determine the maximum voltage ~ 
Arc can generate, but she is capable of | 
melting steel. 


” DATA SHEET 
ARROW™ 


ALTER EGO: Rick Parker 
HEIGHT: 6' 

WEIGHT: 185 

EYES: Hazel 

HAIR: Dishwater Blond 


HISTORY: As a young man growing uj 
in Texas, Rick Parker was an avid 
hunter. His weapon of choice was the 
bow and arrow--feeling this presente 
the greatest challenge and gave his 
prey the fairest chance. 

Following a stint with the military, 
Rick was recruited into one of the 
intelligence branches of the U.S. 
Government and assigned to duty in 
small, struggling Latin American coun: 
caught in the throes of civil war. “y 

While there, he bore helpless witness to ~ 
the massacre of an entire village by the 
modernized forces loyal to that country’s 
government. He also learned the country ~ 
was being funded by U.S. government 
dollars. Sickened by what he learned Rick 
resigned and was inspired to use his own 7 
skills to fight for justice. Again turning to 
the bow, he adapted the identity of The | 
Arrow--and this time became the hunter 
of men. 


POWERS: Though possessed of only ni 
strength, the Arrow has been highly 
_ various combat skills. Years of practi 
given him an almost unerring ac 
~~ bow, which he us 26 


ALTER EGO: Morgan DuBay 
HEIGHT: 5'9" 

WEIGHT: 130 

EYES: Brown 

HAIR: Brown 


HISTORY: In the early 1980s, one - 
magazine described Morgan P 
DuBay as "the woman who has it ~ 
all." Married to a rising young attor- 
ney and mother of an infant daugh- 
ter, she was also one of the most suc- | 
cessful fashion models in America. _ 
Yet she quit her career at its height, 
for reasons never made public. One rea- 
son was that she inexplicably found 
herself possessed with the supranor- 
mal ability to generate colorful waves 
force. Using this ability, she assumed 
the role of the costumed vigilante, / 


POWERS: Due to an unexplained, 
massive change in her body's 
metabolism, Aura converts any- 
thing she eats into highly 
charged caloric energy. 
Discharging this energy excites 
the molecules in the air--creating — 
a colorful force field of heat. 

Since her body literally metabo- “™% /— 
lizes everything she eats or drinks, she creates ~~ 
no waste products. She never has to go to the 
bathroom and she never gains weight. 


DATA SHEET 
CONQUEROR™ 


ALTER EGO: Weldon Blake 
HEIGHT: 6'2" 
WEIGHT:220 

EYES: Brown 

HAIR: Black 


HISTORY: As a professor 
atan Ivy League college, 
Weldon Blake cultivated his — 
fascination with the great con-— 
querors of history. 

Blake's greatest talent lay in his 
skills as an electronics wizard. But : 
something within him rebelled, and he 
turned his interest towards criminal 
activity. 

He took the name Conquerorand = | 
assembled a small mercenary army. The { 
magnitude of his crimes grew, as did 
his stature as a villian. It all seemed to 
come to a crashing end when destruc- 
tion of the city of Brinkston, Virginia. 
The Conqueror, along with several other 
villians, was apparently also destroyed 
in the confrontation. However, recent 
intelligence suggest he may have 
somehow survived. 


POWERS: A strict disciplinarian, on 
himself as well as other, the 
Conqueror has trained himself to 
peak physical form. He uses his : 
resources to command an elite squadroh aries. His genius 
with electronics has largely been used in the ‘developement of hideous 
instruments of torture and advanced weaponry. 


DATA SHEET 
ETERNAL MANI™ 


ALTER EGO: Zardi, Prince of Zandipore 
HEIGHT: 5' 10" 

WEIGHT: 165 

EYES: Gray 

HAIR: Blond 


HISTORY: Studying under the most 
adept magicians of the ancient world, he 
mastered their skills and eventually / 
outstripped them. At last, he gained the 
ultimate knowledge: the power to defy 
death. Through the centuries he has 
assumed many guises and always used \ 
his magical powers for the good of his ~ 
fellow man. 

Understandably, there is a great deal 
of mystery surrounding Prince Zardi's 
birth. Some believe he was born in the 
ancient Egyptian city of Memphis. 
Some say fabled Atlantis was his 
home. He eventually migrated to the 
United States during the first World 
War. 


POWERS: Eternal Man is apparently 
incapable of dying. Normally appear- ¥ 
ing to be 70 years old, when he goes A 
into action, he magically transforms 
himself into a young man. Having 
steeped himself in the arcane arts since 
the pharaohs, Zardi is the ie 
greatest master of lands and ages. The full range 
of his sorcerous powers is known only to him. 


DATA SHEET 
THE EYE™ 


ALTER EGO: Unknown 
HEIGHT: 6' 2" 
WEIGHT: 205 

EYES: Gray 

HAIR: White 


HISTORY: In 1939, in New York City, an 
armed robber holding a young woman 
hostage kept police forces at bay as he 
attempted to reach a getaway car. 
Suddenly, a most incredible appari- 
tion appeared, floating in the air 
above the scene. 

It was an enormous, disem- 
bodied eye. From its pupil, a 
crackling bolt of energy erupted--ki 
the robber. With this, the world met its 
newest supranormal "hero." 

The Eye proved to be a merciless foe, 
searching out evil-doers with its mystic 
light and then dispatching them. It was 
assumed that this deadly being was a 
creature from another planet. 

However, the floating eye was merely a 
mystical projection, sent forth to do the . 
work of a human sorcerer whom the tabloids " 7 
of the day also dubbed "The Eye." 


POWERS: The Eye possesses a wide range 
of mystical abilities, said to rival those of 
Eternal Man. His trademark is the giant 
ghostly eye that he can project over long dis- “\ j 
tances. This eye can be used invisibly as a spying A echanicne Or as a trans- 
mitter of its masters powers--though those powers are weakened somewhat 
by the transmission process. 
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DATA SHEET 
FERRET 


ALTER EGO: Cal Denton 
HEIGHT: 6' 

WEIGHT: 185 

EYES: Blue 

HAIR: Blond 


HISTORY: When young Cal Denton reached 
the age of 18, he suddenly found himself pos: 
sessed of supranormal abilities. He assumed thi 
occurrence was the result of nothing more than 
some freak anomaly in his genetic makeup. He is 
mistaken in that belief. He actually achieved his 
powers from an [CENSORED: This information 
has been classified TOP SECRET under the provi- 
sions of the Comstock Act. Divulsion of this data is 
punishable by fine and/or imprisonment.] 

Ferret has gained a much deserved reputation as 
one of the more violent costumed supranormal 
heroes, feeling that in matters of justice, the ends 
justify the means. His volatile personality makes it 
difficult to maintain either professional or person- f/f 
al relationships. This is exemplified in his strug- 
gle as a rock singer. 


POWERS: All of Ferret's physical senses-- 
taste, touch, sight, smell, hearing--have been 
increased to animal-like levels. He is also 
possessed of greater than normal strength, 
endurance and agility. Though capable of 
being very charming, he is often undone 
by a streak of violence in his nature. 

As the Ferret, he has a physical 
strength at least four times greater than 
that of an ordinary man; only Amazing Ma if 
Mighty Man are stronger. " 


GRAVESTONE” 


ALTER EGO: Unknown 
HEIGHT: 6' 2" 
WEIGHT: 200 

EYES: Unknown 

HAIR: Unknown 


HISTORY: When a wave of crimes began 
to plague the New York World's Fair of 
1939, it seemed the event might well col- 
lapse. But then a mysterious caped figure 
appeared to serve as its special protector. 
This dark avenger was known as 
Gravestone. 

Very little is known about 
Gravestone, other than the fact that he | 
appears to be hundreds--possibly 
thousands--of years old. He comes 
and goes at will, favoring the cloak- 
ing shelter of night and shadows. | 

Gravestone is a true mystery 
man in every sense of the term. 
There are rumors that men who 
have tried to uncover his secrets 
have disappeared, never to be 
seen again. It is rumored that he 
may actually be from another 
dimension or world other than our 
own. Of the two, this rumor has gar- 
nered the most support for truth. 


POWERS: Gravestone is endowed with 
than normal strength and agility. These stats are 
triple that of a normal man. He also possess mildl Otic powers that 
enable him to render foes insensate. Eye contact is necessary for this power 
to be effective. 


GREAT 
QUESTION™ 


ALTER EGO: Unknown 
HEIGHT: 6' 2" 
WEIGHT: 210 

EYES: Unknown 

HAIR: Unknown 


HISTORY: In the 1880's 
amoung the mountains / 
of Tibet, there was a 
mysterious holy man. ®& 
He invited a small : 
band of mystics and 
scholars to join him, ani 
they became known as th sis: 
Council of Seven. In the 1920, th 


tody of an orphaned baby. The child 
grew up to be Amazing Man. The 
Great Question hoped to achieve 
world domination but the q! 
Council and Amazing Man C 
turned against him. To this day, —Z!_ISFj 
he remains their archenemy. ; AZ 
POWERS: While possessing J 

the ability to dramatically 240% 

slow his own aging y & 5) 
process, the Great _— E 

Question's full range of pov fins unknown, as he 
prefers to use the abilities a of others to achieve his 
goals. He does have great mental powers and force of will that 
enable him to be such a dominant leader. He controls the troops of the Steel 
Army, using them as needed to further his plans. 


DATA SHEET 
IRON SKULL” 


ALTER EGO: Unknown 
HEIGHT: 6' 3" 
WEIGHT: 400 

EYES: Red 

HAIR: None 


HISTORY: Since his first appearance in 
1940, much of the origin of Iron Skull is 
cloaked in mystery. With the added 
prostesis to his human body, he is 
believed to be the world's first cyborg. 
Having disppeared from the public 
sight for some 25 years, many believed 
the robotic additions to his body finally 
killed the human trapped from within. 
It has now been revealed that Iron Skull 
was captured by his evil foe, the Purple 
Dragon, making Iron Skull more robotic, 
and slave to their mission. 


POWERS: Having been a prisoner of the 
Purple Dragon's cause, Iron Skull was 
equipped with advanced technological 
enhancements to his original 1940's 
prostetics. Being a cyborg, his strength 
and resistance to injury are greatly 
enhanced, three times that of a human. 
Computer chips synthesised to his brain 
by the Purple Dragon give Iron Skull 
increased vision and hearing. Iron 
Skull's reflexes also are superior to 
those of a human. Iron Skull is also : 
equipped with an array of weapons includy 
missles that shoot from his forearms. 


ALTER EGO: Clay Carter 
HEIGHT: 6' 2" 

WEIGHT: 205 

EYES: Green 

HAIR: Black 


HISTORY: Clay Carter was " 
a college student when the American 7 
Embassy in Tehran was seized and its oce 
ants taken hostage. Spurred by his : 
oathing for this action against the United 
States, he looked for some way whereby he = 
could serve his country. q 
Be he was seemingly visited by 
the spirit of the ancient Roman god of war, 
Mars. Mars imbued Carter with powers 
that were derived from the planets. 
Armed with these newfound abilities, 
Carter assumed the guise of Man of 
War. Whether or not this visit actual- 
ly occurred has never been estab- 
lished. Clay Carter swears to this 
day that it is the truth, and as a 
result of the incident, he has 
become an amateur astronomer 
in order to study the planets 
from which his powers suppos- _ | 
edly derive. / 


POWERS: Absorbing power 
from the other planets in our ® 
galaxy, Man of War is possessed g@@he normal 
strength, speed, agility and endtirang® of an excelled athlete. ; 
Perhaps his greatest "power" iS%his innate quality of leadership hes 
which serves him well in his role as field commander of the Protectors. 


MIGHTY MAN™ 


ALTER EGO: Scott Pearson 
HEIGHT: 5' 11" 

WEIGHT: 180 

EYES: Blue 

HAIR: Red 


HISTORY: While exploring an isolat- 
ed region of nothern Canada, Prof. Yf 
Richard Pearson stumbled upona @ 
hidden valley in which rested a lost W 
city. The inhabitants were a race of 

iants and only one of them surviv 

ro. Pearson "adopted" the giant youth, 
who stood 12 feet tall, and brought 
the United States. 

A colleague of Pearson's, Dr. Francis 
Hilldale attemted an experiment that 
would shrink that giant to normal size. As 
a result of the experiment, Scott Pearson 
found that he could alter his size at will, 
whether growing to a height of 20 feet or 
shrinking to the size of a doll. The last sur- 
viving member of a lost race, he is in 
many ways a true "alien". Yet of all the 
Protectors, he bears the greatest love for 
his adopted home country. 


POWERS: Thanks to Dr. Hilldale's exper- 
iment, Mighty Man has complete control 

over his physical form. As MightMan 
grows in height, his strength increas- 4 

es proportionately. At maximum ( . 
height (20 feet) he is nearly the equal 4 

of Amazing Man in physical prowness. Whep we shrinks to his minitty 
height (11inches), he still retains the streng normal man. The coi 
yan control he maintains over his physical form also enables him to alter 

is appearance. He also has greater than norman vison and hearing. 


MR. MONDAY 


ALTER EGO: Prof. Erwin Montag 
HEIGHT: 6' 4" 
WEIGHT: 375 
EYES: Blue 
HAIR: None 


HISTORY: In 1985, Prof. 
Montag was assigned by 
agents of the U.S. govern- 
ment to a research facility 
near the Arctic Circle, to 
work on a proposed 
nuclear fusion reactor. A 
massive explosion occured 7 
killing all staff members. ~ 
It is now known that Prof. 
nee survived the explo- 7 
sion. With the help of 
master criminal, The 
Great Question, recov- 
ery was achieved, after 
which he was given the | 
identity of Mr. Monday 
and placed at the head o 
the Steel Army. 4 


POWERS: The metallic 
exoskeleton worn by Mr. — 

Monday enhances his phy 

cal strength and provides a 

degree of imperviousness to 

pe and other outside 
orces. 

Hidden inside the helmet of jes 
downward through terminals placé@'in Monday's skull and into his brain, 
These tap the electrical energy of his neurons, and enable him to project 
devastating bolts of force. 


DATA SHEET 
NIGHT MASK™ 


ALTER EGO: Richard Reinhart 
HEIGHT: 5' 11" 

WEIGHT: 173 

EYES: Blue 

HAIR: Black 


HISTORY: Richard is the product of 
Philip Reinhart's--the original Night 
Mask--brief and volatile marriage to 
the former Erika Blaine. At the age 
of 3, he became the object of a bitter 
and highly publicized custody bat- Taga 
tle following the divorce of his 
parents. 

Richard attended several uni- 
versities without earning a degree, | 
then spent several years drifting  — 
around Europe. Having grown up 
his mother, his relationship with his 
father is strained. 

Upon learning of the formation of 
the Protectors, Richard petitioned 
President O'Brien for a place on the 
roster. He donned a new costume, 
but adapted the same name as that 
used by his father when he was a 
masked crimefighter 50 years ago. 


POWERS: Like his father, ik 
Richard Reinhart is possessed of (ley 
no supranormal powers or abili- 
ties. He is a moderately skilled. 
athlete. His main driving force is his: 
to his father. 


p desire to prove himself 


Delivered Directly To Your Door! 


me 
\ 


¢ Popular Series Returns In Full Color 
¢ First Issue Debuts In November 
¢ Ties In With Sega Genesis Video Game 


¢ New Creative Team! New Storylines! 
New Characters! 


¢ Major Advertising Campaign 


r 
| 

To Order Your Subscription: 

1 Only $11.70 for 6 issues! Free Poster 
With Every Subscription! 

I A photocopy of this coupon is 
| 

! 

| 

! 

! 

1 

1 

! 

1 


acceptable. 

Send a check or money order to: 
Malibu Comics 
Ex-Mutants Subscription 
5321 Sterling Center Dr. 
Westlake Village, CA 91361 


Ex-Mutants™ is trademark and copyright © 1992 Malibu Comics Entertainment, inc. All rights reserved. 
EX-MUTANTS characters created by Tom Mason, Dave Olbrich and Chris Ulm. 


Edgar Rice Burroughs 


8 


TARZAN THE BECKONING 
THE NEw 7-ISSUE FULL CoLor TARZAN SERIES BY 
“HENNING mace YEATES 


~~ a se 
TARZAN AND JANE: ARE UP asain IL EGAL IVORY TRADE, 
SMUGGLERS AND | POACHERS, A HIRED SSASSIN AND THE AUTHENTIC 


AFRICAN TRICKSTER ina PIDER MAN! 


| 
DEBUTING IN. Novem FF FI 


Mau Comes: a 


‘OM. MALIBU Comics 


PAR RRA Ve, 2S Eee Res SRS ee ee Ie I Ge Eee eee Ser Une LN SI RS OSE EE NR MEE PERS EREE ENearece vnowee S Uaeenre NESEY, PEE ear Se a ee | ee et le I ower ee ee 


vlad deed 


DATA SHEET 
THRESHER™ 


ALTER EGO: Unknown 
HEIGHT: 6' 1" 
WEIGHT: 220 

EYES: Black 

HAIR: Green 


HISTORY: Being the son of 
Neptune and a mermaid, Thresher 
is not human at all. He is about 70 
years old, and comes from the- 
underground city of Aquatania, 
which belongs to a dimensional 
universe separate from our 
own. Thresher's mother still 
lives in Aquatania, however, 
her identity is unknown to 
him. Thresher's own home is a } 
fortress hidden in the depths of 
the Atlantic Ocean. 


POWERS: Although the sea is his 
home, Thresher is a completely 
amphibious being. He possesses 
super strength in water as well as 
out, and his tough skin protects 
him from bullets and lasers, yet he 
is not invulnerable. In the water he 7 
can communicate with the sharks 
but not with other sea creatures. 
With his webbed hands and 
feet, he has the power to a 
swim with the strength of ten will 
also possesses a magical power thai i to 
create images through the use of available water. 


DATA SHEET 
WITCH™ 


ALTER EGO: Andrea Nastrova 
HEIGHT: 5'7" 

WEIGHT: 130 

EYES: Green 

HAIR: Blonde 


HISTORY: Andrea Nastrova was a struggling 
young artist trying to make ends meet. As part of 
her Bohemian life-style she affected, she gained 
a reputation for eccentricity and secretiveness 
regarding her background. 

When she gained supranormal powers, 
she decided to use them for financial 
gain. Thus, she became in essence a "hero 
for hire." Some of the assignments she : 
chose to accept skirted on the very edge of 4) 
legality. This brought her--on more than 
one occasion--into actual conflict with 
the costumed supranormal known as 
Mighty Man. To this day a degree of 
animosity exists between them. 


POWERS: Despite the name she has 
chosen, there appears to be nothing 7 
magical about the powers she 
exhibits, though their true source 
remains unknown. In addition to having ’ 
greater than normal strength and the ability to se she 
also displays an unnatural alluring effect on men. 

The Witch's beguiling effect on men is the result of 
an unusual biological process. Her body produces Dd 
massive amounts of pheromones, which attract men withOle 
their conscious awareness. Conversely, these same hormonal 
secretions tend to produce feelings of hostility in other women. 


FROM THE FILES 
OF “PROJECT: 
GOLDEN AGE” 


AN INFORMAL 
HISTORY OF THE 


PROTECTORS 
BY: PHILIP REINHART 


This report has been 
prepared at the request 
of the President of the 
United States, its 
contents to be read only 
by select members of 
Congress, on a “Need to 
Know” basis. 


* 


The decade of the 
1930’s was a watershed 
period in human 
history, in more ways 
than one. It was the year 
1938 that held special 
significance for me — as 
that was when the first 
masked mystery man 
made his appearance. 

He called himself The 
Clock, and instantly 
became the darling of 
the media. Hidden 
behind a satin mask and 
carrying a gold-handled 
cane, he was the scourge 
of all criminal elements. 
Wherever he appeared 
to stop a crime, he left 
behind his distinctive 
calling card, which 
simply read: “The Clock 
has struck”. 

His activities had a 
most profound effect on 


my own life. Though 
not yet 20 years of age, I 
was already a successful 
businessman, eager to 
find new worlds to 
conquer. With The Clock 
as my inspiration, I too 
decided to join the battle 
against the criminal 
element. 

So it was that I 
donned a disguise and 
entered the fray, calling 
myself Night Mask. 
Unlike The Clock, 
however, I recruited 
lieutenants to aid me in 
my battles: three close 


friends who operated 
under the code names 
ZL, ZR and ZY. 

No doubt, sparked by 
the activities of myself 
and The Clock, stories 
began to circulate about 
other mystery men 
arriving on the scene. 
One particularly 
outrageous rumor told 
of a man with 
superhuman abilities 
who had originally come 
from another planet. If 
such a man did exist, I 
never met him. 

I did, though, meet 


The Clock in the course 
of my activities. A quick 
and lasting friendship 
developed between us, 
one which continues to 
this day. He revealed to 
me that in civilian life he 
was a wealthy young 
man named Brian 
O'Brien. It is a name 
which is now familiar 
to people around the 
world. 

In 1939, the first true 
supranormal hero burst 
upon the scene in 
America. His name was 
Amazing Man, and he 
was in truth an amazing 
man. Where The Clock 
and I were simple 
ordinary men in 
disguise, Amazing Man 
possessed powers and 
abilities that were 
unheard of outside of 
the pulp magazines I 
read as a youth. The 
world would never be 
the same. 

The arrival of 
Amazing Man seemed 
to open a small 
floodgate of 
supranormal heroes. A 
somber, black-clad man 
who called himself 
Gravestone first 
appeared at the New 
York World Fair. Hard 
on his heels came the 
sorcerous Eternal Man. 
IT would later come to 
learn that these two men 
were already hundreds, 
perhaps thousands of 
years old. But they chose 
this tumultuous time in 
human history to 


become public symbols 
of the never ending 
battle between good and 


Nor were they alone. 
Tron Skull, the world’s 
first meshing of man 
and machine, soon made 
his presence felt. 


A mysterious, magical 
apparition that 
looked like a large, 
disembodied Eye struck 
terror in the minds of 
both criminals and 
law-abiding citizens. 
The Clock and I 
quickly saw the writing 


on the wall. With such 
powerful supranormals 
on the job, there was 
neither need nor reason 
for the two of us to 
continue on in our 
costumed careers. 

In addition, the United 
States by this point in 


time had been driven 
into the global 
conflagration that was 


World War II. Both Brian 


and I entered the 
military, effectively 
ending our careers as 
masked mystery men. 
Supranormals came 


and went over the next 
few decades, always 
remaining relatively few 
in number. I devoted my 
time and energy to 
business endeavors, 
while Brian continued to 
serve the government in 
various capacities 


during the course of 
several administrations. 
Then, beginning in 
1979, there came a new 
wave of supranormal 
beings. The first of these 
was Man Of War. 
Appearing in the midst 
of the Iran hostage crisis, 


he quickly became a 
popular figure, a symbol 
of American prestige. 
Mighty Man made his 
first public appearance 
soon after, with The 
Witch following hard 
upon his heels. Both the 
sky and the sea had their 


individual champions in 
the guises of Airman 
and The Shark. 

Heroes with a dark 
edge also appeared. 
The Arrow was deadly 
accurate with his 
namesake weapon, 
while The Ferret fought 


with an almost 
animalistic style. Like 
most of the heroes of my 
own era, they did not 
hesitate to kill if they felt 
deadly force was 
justified. 

Appropriate to this 
age of growing equality, 
female supranormals 
joined their male 
counterparts. In addition 
to The Witch, Aura and 
Arc were soon making 
headlines with their 
heroic exploits. 

But as might be 
expected, not all 
supranormals were so 
benign in their bent. 
Give a man or woman of 
evil intent great power 
— and you can be sure 
that great evil will be 
perpetuated. Indeed, 
for every hero that 
arose, three villains 
seemed to appear to 
counterbalance them. 

In 1985, the struggle 
between the good and 
the bad came to a heart 
wrenching climax in the 
most unlikely of places. 
The full details remain a 
mystery to me; if they 
are known at all, they 
are buried far deeper in 
the government files 
than I have ever been 
allowed to dig. 

A few facts I can state 
with certainty. The 
location was the small 
town of Brinkstone, 
Virginia. In this sleepy 
hamlet, most of the 
known supranormal 
heroes and villains came 


together in a desperate 


battle against each other. 


I suppose the outcome 
was inevitable. 

In the midst of the 
struggle, a massive 
explosion of force 
occurred, cause 
unknown. Only the 
results of that blast are 
common knowledge. 
When the light from the 
explosion vanished, so 
too had the city of 
Brinkston ceased to 
exist. Its buildings were 
reduced to rubble. Its 
inhabitants were gone. 
The villains were gone. 
Not even corpses 
remained. 


Only the heroes 
survived. 

By their very natures, 
the supranormals had 
always operated outside 
the boundaries of official 
law enforcement 
agencies. They were true 
vigilantes, individuals 
operating alone with no 
sanction. By and large, 
both the public and civil 
authorities were willing 
to tolerate this. They 
were on the side of the 
perceived good, and 
they killed only those 
whom society itself 
would secretly have 
loved to eliminate. 


But now innocents 


had been killed, in the 
hundreds. An entire 
community was gone. 
Men, women, and 
children. For the first 
time, the full scope of 
the power possessed by 
these supranormals was 
driven home to the 
average American. Not 
surprisingly, people 
reacted with fear and 
demands for an 
investigation. 

Those few heroes who 
came forward claimed to 
have no knowledge of 
what caused the 
devastating explosion. 
The public did not 
believe them, and urged 
the government to take 
action against the 
supranormals. 

Such action became 
unnecessary when, one 
by one, the heroes began 
to drop from sight — 
entering into self- 
imposed retirement. The 
last to do so was Man Of 
War. In an emotionally 
charged final press 
conference, he expressed 
his deep regret for the 
disaster at Brinkston 
while vowing to 
return if and when the 
American people ever 
needed him. 

That might have been 
the end of it, had it not 
been for the stunning 
upset in the 1988 
Presidential election. 
Running as an 
Independent, my old 
friend, Brian O’Brien 
was elected to the 


land, swept into the 
White House on a wave 
of voter dissatisfaction. 

It was President 
O’Brien, working with 
his Attorney General, 
who initiated the 
program designated 
Project: Golden Age. 
Brian asked me to head 
the project, and I gladly 
accepted. 

Using the full 
resources of the 
government, we were 
able to track down 
most of the retired 
supranormals, 
penetrating their 
disguises. All were 
placed under constant 


surveillance. Some were 
covertly manipulated 
into moving to locales 
closer to the Washington, 
D.C area. 

President O’Brien 
felt (and I concurred) 
that the day of the 
supranormals had not 
passed. The time might 
come when the services 
of these unique 
individuals would again 
be needed. The key, 
Brian felt, was in seeing 
to it that they would no 
longer simply be loose 
cannons taking the law 
into their own hands. 

Together, we devised 
a plan to reactivate the 
heroes and organize 


them into a unified 
team: a squadron of 
supranormals 
sanctioned by and 
working under the 
guidelines of the U.S. 
government. Monies 
taken from the secret 
budget of the Pentagon 
were used to fund the 
project, to maintain 
surveillance, and to 
begin work ona 
headquarters for this 
proposed team. 

Still, all this was little 
more than a contingency 
plan. Brian knew that 
Congress and the 
American people would 
not tolerate the activities 
of supranormals unless 


there was a clear and 
present need for their 
abilities. Unless such a 
threat arose, they would 
remain a team only on 
paper. 

Such a threat has now 
arisen — and its name is 
Mr. Monday. With his 
Steel Army, Monday 
presents such an. 
overpowering danger to 


the commonwealth that 
neither the police nor the 
military is perceived to 
be sufficient to stop him. 
Today, President 
O’Brien informed me 
that he has authorized 
the full implementation 
of all the provisions of 
Project: Golden Age. The 
first members of the 
team have already been 


recruited, with more to 
follow. Brian and I have 
even decided upon a 
code name by which the 
world will soon know 
this intrepid band of 
heroes: 

THE PROTECTORS. 
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PLANET-X 
#1 $2.50 
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airmail $6.00 + 45¢ per comic. 
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send cash. Prices subject to 
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every order. If you would like a 
complete catalog before 
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Malibu Comics Catalog at the 
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MALIBU COMICS 
ENTERTAINMENT, INC. 
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CAN YOU UNCOVER THE EXCLUSIVE INSIDE INFO 
ABOUT ALL THE LATEST DEVELOPMENTS 
IN THE EVER-CHANGING COMICS WORLD? 
CALL THE ONE INSTANT SERVICE USED 
BY THE COMICS PROFESSIONALS THEMSELVES! 


COMICSINENN 


1-900-420-NEWS 


(1-900-420-6397) 


ONLY 95¢ PER MINUTE — UPDATED TWICE EACH WEEK! 


——WHEN_; 


IS THAT ie ruar ton ee COMIC Bettie | EVENT 
REALLY GOING TO SHOW UP 
AT YOUR FRIENDLY NEIGHBORHOOD COMICS SHOP? 
CALL THE ONE INSTANT SERVICE 
USED BY THE COMICS PROS THEMSELVES! 


\ ONLY $1.99 56 CALLI 


Se, 


RHIYeREE! 


and a little luck. 
Only from 


2, ¢_ 3992 Sun Corporation of America LOONEY TUNES. charactors 
© ber Nintendo Entertainment System andthe Oficial 


Super Gimp-DCP 


aeam-0CPirelease 
CremyZ & Swine Flow) 


Like iihuyit gotitisharelit! 


